Abstract-Since the Internet has penetrated into everyday life, it is crucial to design services in the socially-empowered way. However, technology-driven engineering has placed too many functions into services without considering an appropriate evaluation of the comfort of long-stays. The technology-augmented space has too many possible interactions that threaten the fundamental comfort of human beings. A distinction between the treatment of space and the treatment of place is required in order to provide the building blocks of social services in the virtual world. The author proposes a so-called "my place" theory based on my-place-ness to cope with these conflicts between human beings and technology-empowered spaces. The author provides a two-dimensional view model of my-place-ness and a layered view of a functional model of my-place-ness.
I. INTRODUCTION
In the past, social services were designed from the viewpoint of interpersonal relationships and interactions. The author envisions that the fundamental challenge facing social services on the Internet is to secure a so-called my place, where each end user finds comfort in staying there. From this viewpoint, the author develops a my place theory in order to facilitate increased comfort for end users on the Internet.
The worldwide penetration of the Internet into social life reminds us of the shift of the infrastructure role of the Internet from data access to social interaction. This leverages the need for designing a livable place for ordinary people. From this viewpoint, a random build-up of arbitrary functions and services is not sufficient.
The author has come to recognize that the past evolution of Internet services provides clues that help identify the key factors for comfort in my place. We have an intuitive sense of living place. However, it is necessary to identify the factors that contribute to the living place for human beings.
First, the author examines the characteristics of "my place" and past artifacts that served to facilitate those characteristics. Then, the author examines the design dimensions and components of my-place-ness. Finally, the author discusses the layered view model of design of my-place-ness.
II. BACKGROUND A. Purpose of Research
The aim of this research is to identify the characteristics of personal placeholder on the Internet to facilitate social service engineering.
B. Related Work
Human beings are fundamentally social creatures. It is crucial to secure a place where one can confirm a comfortable place to be. This factor has been under-evaluated within the scope of social service engineering. Therefore, technology just accumulates countless functions, which has caused much stress such as social fatigue.
Harrison et al. presented the principle: "Space is the opportunity; place is the understood reality" in the scope of CSCW research [1] . They argued that place derives from a tension between connectedness and distinction, which is an important insight for this paper. They presented a sense of place that framed their behavior.
Wireless communication and ubiquitous computing has influenced the concept of place. Agre et al. discussed the impact of the loosened mapping between activity and place [2] . Dourish revisited it from the new perspective such as mobility, with considerations of spatiality and legibility [3] . In the scope of ubiquitous computing, McCarthy et al. presented a dialogical approach to place as an expression of the experienced relationship between people and space [4] .
Knox et al. discussed the sense of place with the supporting factor of e-learning: affording different kinds of practice [5] .
Bjerrum et al. discussed the counter-productivity of the technology-augmented "new office" [6] . They argued that it lacked a place to dwell and return to.
Lentini et al. indicated five dimensions that encompass human experiences in physical space and place: Geometrical and Geographical, Sensorial , Cultural, Personal, and Relational [7] . The first three dimensions represent aspects of place and space, and the latter two dimensions address emotional aspects.
Antonopoulou discussed the interwoven nature of the real world and the virtual world from considerations of Second Life and Flash mobs as place-making activities [8] .
For the negative impact of SNS, Yamakami discussed about SNS fatigue with a staged model of SNS acceptance [9] . For self-esteem in SNSs, Tazghini et al discussed the relationships between self-esteem and Facebook use [10] .
Past research discussed the distinction between place and space from the viewpoint of opportunities for interaction. The characteristics of a protection boundary as a comfort-enabler are not discussed in detail.
The originality of this paper lies in its examination of the characteristics of a personal placeholder on the Internet for social interactions.
III. OBSERVATION

A. Retrospective view
The evolution of consumer services on the Internet is depicted in Fig. 1 .
In the mid-1990's, the Internet was commercialized, which was a departure from its original purpose as a research network. People started to make their own home pages. The Internet literally meant a collection of home pages at that stage. The first interesting artifact people came to love was the access counter. The access counter provided a feeling of recognition, which was the feeling that someone cared enough to visit their homepage.
At the time of Web 2.0, in the midd-2000's, blogs emerged. Blogs focused on the timely submission of recent events, which emphasized synchronicity of the current situation and timeliness. It also facilitated a trackback capability, where people could design automatic notifications among interlinking blog pages. Trackback authorization was developed, which allowed only authorized trackback.
As microblogs emerged, "following" and "being followed" came into emphasis. Microblogs further focused on synchronicity, and also facilitated social interconnection through that synchronicity.
Facebook, and other social network services, started to provide friend registration and authorization. This provided a sense of social interconnection, as well as privacy protection through the segmentation of acquaintances.
B. Problems of externally focused design
The problems that arise from the externally focused design of social services are depicted in Table I .
Social services have been designed with an externally focused design, which focuses on things such as new interactions and new recommendations. Leverage the comfort-level of a user, requires the inclusion of the internally focused design of social services.
Some problems stem from the limited control of social activities. However, users do not know how to control social activities until they find some problems that are beyond their everyday control. And, when some serious problems occur, it is common for ordinary users to quit without any possible compensation or adjustment. In addition to the improved literacy of social services, it is necessary to build up a sound framework that facilitates the design of a living place in the virtual world.
From the viewpoint of social service, Yamakami examined the reasons for quitting an SNS service. He categorized the reasons as depicted in Table II. IV. DESIGN
A. Factors of comfortableness in my place
The author analyzes the important factors for comfortableness in order to explore internally focused design.
Important factors for comfortableness in my place on the Internet are depicted in Table III . They are classified according to emotional factors.
First, my place should be secured, bringing a sense of safety. Safety means privacy and being protected. There should be no threats to privacy, for example, no daily concerns about unplanned privacy breaches. The sharing of privacy-related items is under the control of the user, with a good sense of controllability. No intruding messages or displays surprise the user. The user can connect with the persons he/she wants to connect with, and disconnect from the people he/she wants to avoid. The user does not have to deal with the anxiety of being incapable of controlling social interactions. Also, it can provide a healing place to hide when you are endangered by the harsh interactions on the Internet. Second, my place should be tailored to one's taste. It is "my" place, after all, therefore it should be distinguished by one's special tastes and preferences.
Third, my place should be moderately active. It should not be too busy, but active and alive with incremental changes, hopefully accompanied by personal growth in ability and social interaction.
Fourth, my place should be rewarding to one's activities there. Positive social feedback is provided. Positive emotion, engagement, meaning, positive relationship, and achievement, are acknowledged or supported [11] .
Examples of functions in my place are depicted in Table  IV .
The four emotional drivers are classified according to two dimensions, as depicted in Fig. 2 .
The two dimensions are: (a) closedness vs. openness, and (b) collective-focus vs. self-focus. The user's my-place-ness preference in the two-dimensional view model changes from time to time, depending on context.
Sometimes, a user is in a different mood, for example, (a) forward-moving, or (b) change of pace, or (c) healing. In the mood of forward-moving or change of pace, the user's preference of my-place-ness may shift toward more open, and more collective-focus domain. In the mood of healing, the user's preference may shift toward more closed, more self- Table V. Considering this flexibility, it is important to design myplace-ness with controllability. From this viewpoint, the requirements of controlling my-place-ness are depicted in Table  VI .
B. Design Components
The author described the logical components in earlier sections. The concrete artifacts that serve for my-place-ness in design are depicted in Fig. 3 . First, the self-projection metaphor is a newly coined word for my-place-ness. The existing design focuses on the interface with the external world first. It carries the an implicit assumption that self is a stable and perfect entity, not a thing that design ordinarily deals with. How to present oneself for one's own view and social view is an important factor for engagement, shown in the design of mobile social games.
Second, the interaction model deals with interactions that take place in my-place. For twitter, it is a short-sentence update. For Facebook, it is a photo or timeline. This is the artifact that most social service design focuses on.
Third, design layout deals with attention and focus. It deals with social interactions, and personal assets and tastes.
Fourth, visualization of connection deals with explicit attention to social relationships.
Fifth, time-dimensional design deals with asynchronous events, long-term relationships. and achievements over a span of time.
Sixth, segmentation customization deals with event-specific, community-specific, activity-specific artifacts. For the practical design, it is important to fill this. However, it is beyond the scope of general my-place-ness.
These artifacts are the building blocks for the design of my-place-ness-oriented social services.
C. Layered View Model
A layered view model of my-place-ness on the Internet is depicted in Fig. 4 .
First, the bottom layer, protection management, provides security and privacy control. This is functional and representational. The sense of protection requires visualization and feedback about controllability.
Second, the next layer, activeness management, provides production of activeness and liveliness. It needs to address content including social interactions, and tailoring of content for one's tastes. This functions as a temporary and contemporary border between me and the external world.
Third, the third layer, asset management, provides visualization of long-term accumulation of personal assets, such as goals and achievements, and, social relationships. This provides a visualization of self and rewarding feedback for one's growth.
Fourth, the top layer, interaction management, provides management and control of social interactions. This provides rewards such as positive personal feedback.
The existing framework only deals with the bottom layer from the technological viewpoint, and mainly deals with the fourth layer from the functional viewpoint. The proposed approach adds the second and third layers in order to address The social activity awareness approach focuses on increased awareness of ongoing activities. It is a part of persuasive approaches. The proposed approach has a wider scope and focuses on internal comfort, not the single focus on external connections and activities. Game-based socialization A game is a combination of activity-based approaches and goal-based-persuasion approaches. The proposed approach provides guidance to prevent intrusiveness.
Social graph
The social graph approach focuses on interpersonal relationships, and is based on the assumption that interpersonal relationships determine interactions. The proposed approach is relationship-neutral, therefore, these approaches are orthogonal and complementary.
Buzz marketing
The buzz marketing approach focuses on fast-spreading hot topics, and is based on the assumption that hot items will drive social diffusion. The proposed approach is content-neutral, therefore, these approaches are orthogonal and complementary.
the introversive satisfaction of a user in order to prevent social burn out from the extroversive approach.
V. DISCUSSION
A. The Advantages of the Proposed Approach
There are two approaches in social service engineering: an extroversive approach and an introversive approach. The characteristics are depicted in Table VII. The two approaches can complement each other. The introversive approach can complement the drawbacks of the many existing extroversive approaches that cause social fatigue without considering the overload of social interaction. The introversive approach can provide design clues to prevent this drawback.
A comparison of my-place-ness with extroversive approaches in social services is depicted in Table VIII . The proposed introversive approach compensates for the overload of existing extroversive approaches.
A comparison of my-place-ness with other design frameworks is depicted in Table IX. The proposed approach takes personal comfort into consideration in order to compensate for existing design frameworks. In the past, "social" as the new design factor attracted design patterns. In a retrospective view, these approaches underestimated human vulnerability in the virtual space. The proposed my-place-ness approach compensates for the existing hole in social service design. It highlights the importance of personal comfort with the awareness of social activities and relationships. Human beings have evolved over a long span of time during which they developed a wide range of social and cultural protection for my-place-ness in the physical environment. Now, they are living in the era of the Internet where they interact with an increasing number of different types of people. At the same time, the bonds with surrounding people are getting thinner and being diluted.
To cope with these trends, it is necessary to establish a design methodology to rebuild my-place-ness in the services of the virtual world.
B. Limitations
This research is a qualitative study. The quantitative measures for identifying and evaluating many of the aspects of the my place theory discussed in this paper remain for further study.
User acceptance of the design of the my place theory in the real world environment is beyond the scope of this paper. Quantitative analysis of performance and user satisfaction of my place theory-empowered design requires future research.
The concrete design methodology of the my place theory is beyond the scope of this paper.
The proposed approach only describes dimensions and layers. Quantitative metrics for my-place-ness in each aspect are not covered in this paper.
VI. CONCLUSION
The author discusses my-place-ness as a building block in the design of social services. My-place-ness provides an intrinsic approach for usability and comfort of services that deal with social interaction on the Internet.
First, the author argues that there are many traces of my-place-ness that can be found in the past evolution of Internet services. Then, the author discusses the comparison of an intrinsic design approach using my-place-ness and an extrinsic design approach that focuses on functionality in the social context. My-place-ness provides a basis for an intrinsic approach that deals with the emotional aspects of the design of social services. The author discusses factors of my-place-ness to provide design criteria for social services from an intrinsic design approach.
My-place-ness is a key factor for dealing with the digitaldivide. One of the applications of my-place-ness will be a social service for senior citizens that will facilitate coping with the emerging digital-divide issues. The digital-divide is increasing due to advances in smartphones that provide a package of PC features that can overwhelm many senior citizens.
The author describes the four aspects of my-place-ness, then, he provides a two-dimensional view model of my-placeness. Finally, the author provides a layered view of a function model that provides the my-place-ness. It provides a basis for building blocks of social services from an introversive viewpoint that compensates for the existing extroversive design of social services.
